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METHOD AND APPARATUS FOR PROVIDING AN ADVANTAGE TO A PLAYER IN 

A BONUS GAME 

FIELD OF THE INVENTION 
[0001] The present invention generally relates to methods and apparatus for gaming and, 
more specifically and, more specifically, to a method and apparatus for gaming that provides an 
advantage to a player for use in a bonus game. 

BACKGROUND OF THE INVENTION 

[0002] Gaming machines have long been a significant facet of the gaming industry. The 
most basic implementation is a mechanical device of laterally adjacent spinning reels, each 
bearing a number of symbols around its circumference. The player wagers an amount and 
invokes the reels to spin. The reels stop on random positions so that symbols on the laterally 
adjacent reels become aUgned on a "pay line." If predetermined symbols ahgn on a pay line 
when the reels stop, then the player is awarded an amount that is inversely related to the 
probability of the occurrence of the symbols and defined according to a predetermined pay 
table. Video versions of game machines are now very popular. 

[0003] A recent development in gaming is the addition of the element of skill into a 
game. Skills consist of a wide variety of areas such as strength, coordination, and endurance as 
well as a variety of mental attributes. One of the objectives of gaming regulation is to ensure 
that the playing of a gaming device is fair to all players regardless of any special physical or 
mental skills of the player. To that end, emphasis has been on the use of a random number 
generation technique to provide the "level playing field" for each player. To a large extent this 
has been a very successful approach to gaming. At first, the random feature was implemented 
via mechanical means. The shortcomings of this approach were cured with the advent of 
computer-based gaming devices. In these devices a random game result could be affected by use 
of a software program that would insure a consistently random result that was statistically sound. 
This approach also allowed for an independent verification of the device, which also assisted in 
achieving the goal of fairness by fiirther limiting the opportunity to cheat the device. 

[0004] The next logical step included the addition of a subset of mental skills in card 
games such as video poker. In these games the player has choices similar to those in a real card 
game. The game can be implemented to ensure that the minimum payout requirement of a 



jurisdiction can be achieved for an unskilled game player, while a skilled player may, on some 
occasions and for limited periods of time, achieve payout levels that exceeds 100%. These types 
of games have proved to be very popular with players to the point that they are among the largest 
numbers of game types in American casinos. 

[0005] Gaming establishments are continually searching for new games and gaming 
systems to keep the interest of players. Gaming establishments are concerned that if players lose 
interest in a game, the gaming machine will sit idle and not contribute to the revenue of the 
casino. By developing new games, the gaming establishments hope to pique existing players' 
interests in continued wagering and to attract new players. In addition, players may tend to be 
more active and consistent in playing the gaming machines that have new games, thus enhancing 
the potential profit of the gaming machine. 

[0006] To keep and increase players' interest in gaming, the gaming industry has added 
"bonus games" to many of its games, including reel and electronic slot machines. A bonus game 
is a secondary game that is typically activated when the player achieves a specific outcome in a 
primary game. For instance, the bonus game may be activated when the player receives a 
winning hand (in the case of a card game) or a specified combination of symbols (in the case of a 
reel-type game) as an outcome of the primary game being played. Bonus games appeal to 
players because the probability of winning combinations after entry into the bonus game is, at 
least, greatly enhanced and, in most instances, some sort of winning outcome is guaranteed. 

[0007] The bonus game is typically a different type of game than the primary game. This 
provides more excitement and variety for the player and helps to keep the player at the gaming 
machine for a longer period of time. However, the bonus game may also be the same type of 
game as the primary game, except that the bonus game has an increased potential for winning in 
comparison to the primary game. 

[0008] hi many cases, the bonus game is a singular event in that the play changes to the 
bonus game when the specific outcome is achieved in the primary game. The bonus game is 
then played to completion. Examples of this type of bonus game are disclosed in U.S. Patent 
Nos. 5,823,874, 5,848,932, 5,882,261 and 6,089,978, all to Adams. Various embodiments as 
disclosed in the aforementioned patents include methods of plajdng games employing gaming 
machines as well as table games for play of primary games and at least one payout indicator for a 
secondary or bonus game. The bonus game is independent of the primary game but is enabled 



by selected outcomes of the primary game. One embodiment operates such that when the reels 
of the primary game produce a preselected outcome, the bonus game is enabled. Li the bonus 
game, the player initiates the spin of a wheel or reel bearing a number of payout values, or 
initiates another bonus event such as a bowling-type or pinball-type payout indicator. When the 
bonus event is completed, the amount of the bonus payout is indicated. 

[0009] Another example of a bonus game is described in U.S. Patent No. 6,089,976 to 
Schneider et al. In this design, the bonus game displays a multiplicity of images on a video 
monitor from which the player selects until achieving a pair of matched bonus awards. 

[0010] In some cases, the bonus game is a more sequential event in that progressing 
through the bonus game is determined by continued play in the primary game. An example of 
this is described in U.S. Patent No. 5,980,384 to Barrie. In that design, the player can win the 
primary game on each play of the game, and the bonus game can be won over a plurality of plays 
of the primary game. 

[0011] The bonus game may be conducted through a plurality of networked games such 
that the bonus game might involve a plurality of individuals who have been wagering at the 
primary games. Some examples of bonus gaming include U.S. Patent 5,779,544, U.S. Patent 
5,664,998 and U.S. Patent 5,560,603, all to Seelig et al. More particularly, some examples of 
bonus gaming including a plurality of networked primary gaming machines include U.S. Patent 
6,146,273 to Olsen, U.S. Patent 6,012,982 to Piechowiak et al., and U.S. Patent 5,876,284 to 
Acres et al. 

[0012] While the above-mentioned bonus games have been used in the gaming industry, 
improved gaming systems and methods are still needed to pique and maintain players' interests 
in gaming. Preferably, these improved gaming systems and methods would appeal to the 
player's competitive nature, introduce novel games of chance, and provide the potential for 
larger payoffs in comparison to the payoffs in the primary game and in other bonus games. 
These improved gaming systems and methods would offer a bonus game in which the players 
compete against one another or against a computer-generated opponent. Such a bonus game 
would increase the players' level of excitement because it would place the players in a more 
competitive setting than during play of a noncompetitive, conventional bonus game. 

[0013] There have been some recent attempts to bring a skill level into a slot machine 
type of game. One example is the Ripley's Believe It or Not® slot machine game by Mikohn 



Gaming Corporation. This game has a bonus feature that allows the player to select answers to 
questions. The player is provided a series of questions and four possible answers for each 
question. If he answers a question correctly on the first try, he is awarded a specified bonus 
amount. If the player answers it incorrectly on the first try and correctly on the second try, he is 
awarded a lower specified bonus amount. This continues until his fourth try, at which point the 
player is awarded the minimum specified bonus amount. He then proceeds to answer the next 
and subsequent questions in a similar manner. At the end of the session, the player's total credits 
are added up and if they exceed a certain minimum level, he can proceed to the next level of 
questions. 

[0014] It would be advantageous to provide a player with an enhanced playing 
experience in competitive gaming by using strategy and using an advantage won in association 
with play of a primary or base game in a later bonus game. 

BRIEF SUMMARY OF THE INVENTION 

[0015] A video-type gaming machine enables a player to improve the odds of success in 
a bonus game by winning an "advantage" outcome in a primary or base game. One example is a 
Pong-type bonus game where the player can win advantage credits in association with play of the 
primary or base game which may later be used to advantage to lengthen his paddle, shorten his 
opponent's paddle, or slow the shrinkage rate of his paddle during the course of a bonus game. 
Other competitive game formats wherein advantages may be obtained, including without 
limitation game formats relating to basketball, hockey, horse racing, ski racing and auto racing as 
well as game formats where one competes against a standard rather than a competitor, such as 
rodeo or rock climbing, are also encompassed by the present invention. 

[0016] It is contemplated that the advantage credits may be used for play of a bonus 
game triggered during a session of play in which the advantage credits are earned or, with an 
appropriately configured gaming system using player tracking technology, used in a later bonus 
game during one or more subsequent gaming sessions. It is also contemplated that a player may 
also purchase one or more advantages for use in a bonus event through monetary payment, either 
in association with play of a primary or base game or as a specific sum tendered diuing bonus 
game play. 



[0017] The bonus game may be configured for competitive match play between two 
opponents, for competition between a plurahty of players, or for play in the form of a solo player 
trying to achieve some goal or objective. In each instance, advantage credits may be used to 
purchase an advantage for the player using them or, in some instances, a disadvantage for one or 
more opponents. 

[0018] The bonus game may be configured so that the advantage credits may be 
electively employed, that is to say at the player's option, or the advantage or advantages earned 
may be automatically employed in the next bonus game in which the player participates. 

[0019] As used herein, the terms "game," "gaming" and "game of chance" include and 
encompass not only games having a random or arbitrary outcome, but also such games which 
also invite or require some player input to the game having at least a potential for affecting a 
game outcome. Such player input is generally termed "skill" whether or not such input is in 
actuality beneficial in terms of game outcome. 

[0020] The term "he" or "his" may be employed herein for convenience in conjunction 
with gaming activities and includes and encompasses either gender. 

BRIEF DESCRIPTION OF THE DRAWINGS 
[0021] FIG. 1 is a block diagram illustrating a gaming device, in accordance with the 
present invention; 

[0022] FIG. 2 is a block diagram illustrating a gaming network which may incorporate 
gaming machines as shown and described with respect to FIG. 1 ; 

[0023] FIG. 3 is a block diagram illustrating a gaming system that includes the gaming 
network shown in FIG. 2; 

[0024] FIGS. 4 and 5 are flowcharts that together illustrate operation of an exemplary 
primary or base game, in accordance with an embodiment of the present invention; 

[0025] FIGS. 6 and 7 are flowcharts that together illustrate operation of an exemplary 
bonus game, in accordance with an embodiment of the present invention; 

[0026] FIG. 8 is a block diagram that illustrates a display format and an exemplary play 
sequence of a Pong game; and 

[0027] FIGS. 9, 10, 11, and 12 are block diagrams that illustrate exemplary advantage 
selections during bonus game play, in accordance with an embodiment of the present invention. 



DETAILED DESCRIPTION OF THE INVENTION 
[0028] FIG. 1 is a block diagram illustrating a gaming device 100, also termed a gaming 
machine, in accordance with the present invention. The gaming device 100 includes a main 
board 144 and a back plane 146 integrally or separately formed. Memory expansion board 140 
as well as processor board 142 including a graphics system processor and video expansion board 
VGA/SVGA 148 are operably coupled to the main board 144. The main board 144 preferably 
includes memory in the form of ROM, RAM, flash memory and EEPROM (electrically erasable 
programmable read only memory). In addition, the main board 144 includes a system event 
controller, a random number generator (RNG), a win decoder/pay table, status indicators, a 
fi=. communications handler, and a display/sound generator. 

C) [0029] The main board 144 is operably coupled to the back plane 146 which may 

Ul 

^[i include additional memory, such as in the form of an EEPROM, and comiectors to connect to 

rij 

peripherals. Furthermore, the back plane 146 provides a plurality of communication ports for 
C?) communicating with external peripherals. The back plane 146 provides the coupling between 

discrete inputs 150 and the processor board 142 and main board 144. Typical examples of 
l^Jj elements that provide discrete inputs 152 are coin acceptors, game buttons, mechanical hand 

levers, key and door switches, and other auxiliary inputs. Furthermore, the back plane 146 

C-i 

1,^., provides the coupling between discrete outputs 152 and the processor board 142 and main board 
144. Typically, elements that provide discrete outputs 152 are in the form of lamps, hard meters, 
hoppers, diverters and other auxiUary outputs. 

[0030] The back plane 146 also provides connectors for at least one power supply 154 for 
supplying power for the processor board 142 and a parallel display interface 156 and a serial 
interface 158 for at least one game display device 178. In addition, the back plane 146 also 
provides connectors for a sound board 160 and a high-resolution monitor 162. Furthermore, the 
back plane 146 includes communication ports for operably coupling and communicating with an 
accounting interface 164, a touch screen 166 (which may also serve as a game display device), a 
bill validator 155 incorporated in a currency (bill) acceptor, a printer 168, an accounting network 
interface 170, a progressive current loop 172, and a network link 174. The accounting network 
interface 164, the touch screen 166, the printer 168, and the serial interface 158 preferably 
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utilize an RS-232 interface. However, the use of other interfaces is also within the scope of this 
invention. 

[0031] The back plane 146 optionally includes connectors for external video sources 180, 
expansion buses 182, game or other displays 184, an SCSI port 188, and an interface 190 for at 
least one card reader 192 (debit/credit, player card, etc.) and/or key pad 194. Optionally attached 
via the SCSI port 188 are disks, CD's, printers, etc. 186. The back plane 146 also preferably 
includes means for coupling a plurality of reel driver boards 196 (one per reel) which drive 
physical game reels 198 with a shaft encoder or other sensor means to the processor board 142 
and main board 144. Of course, the reels may be similarly implemented electronically by 
display as video images, technology for such an approach being well known and widely 
employed in the art. In such an instance, reel driver boards 196 and physical game reels 198 
with associated hardware are eliminated and the game outcome generated by the random number 
generator on main board 144 is directly displayed on a video game display 184 and, optionally, 
on a separate game device display 178, as known in the art. Other gaming machine 
configurations for play of different wagering games such as video poker games, video blackjack 
games, video Keno, video bingo or any other suitable primary games are equally well known in 
the art. It will also be understood and appreciated by those of ordinary skill in the art that 
selected components of gaming device 100 may be duplicated for play of a bonus game or event 
in accordance with the present invention, in that at least a separate board with a second random 
number generator may be employed, with associated peripherals and links thereto, for play of the 
bonus game. In a conventional situation wherein the bonus game of the present invention may 
be operably coupled as a "top box" or otherwise associated with a conventional, existing gaming 
machine configured for play of a primary or base game, many of the components illustrated in 
FIG. 1 and described with respect thereto may be duplicated, including separate software and 
associated memory for conducting play of the bonus game with associated pay tables for the 
bonus awards. 

[0032] FIG. 2 is a block diagram illustrating a gaming network 210 utihzing gaming 
machines Gi, G2 . . . On which maybe configured as gaming machines 100 shown in FIG. 1. In 
implementation of the present invention, the gaming machines offering play of the bonus event 
of the present invention may be deployed, as schematically depicted in FIG. 2, in a gaming 
network 210 that includes a central server computer 220 operably coupled to a plurality of 
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gaming machine Gi, G2 . . . Gn which may include both electronic and reel-type game machines. 
It is notable that, unless the gaming network 210 is configured for progressive play, a variety of 
different makes of gaming machines Gi, G2 . . . Gn offering widely different games may be 
incorporated in gaming network 210, since the bonus event operates independently of the 
primary game on each gaming machine Gi, G2 . . . Gn. Of course, in implementation of the 
present invention it is preferred that all of the gaming machines Gi, G2 . . . Gn, even if configured 
for play of different primary or base games, offer substantially the same opportunity to accrue 
advantages for bonus game play. The central server computer 220 automatically interacts with a 
plurality of gaming machines Gi, G2 . . . Gn to activate an incoming call or outgoing call bonus 
event. 

Lc^ [0033] More specifically, and again referring to FIGS. 1 and 2, the gaming network 210 

iJ includes a central server computer 220, a bonus event computer 240 and a plurality of gaming 
machines Gi, G2 . . . Gn. Each gaming machine Gi, G2 . . . Gn includes a controller assembly 280 
operably coupled to the central server computer 220 and comprised of a controller unit designed 
U) to faciUtate transmission of signals fi"om each individual gaming machine Gi, G2 . . . Gn to 

B 

central server computer 220. In addition, the controller assembly 280 includes a network 
[m interface board fitted with appropriate electronics for each specific make and model of each 
H= individual gaming machine Gi, G2 . . . Gn. 

[0034] Referring to FIG. 2, in electronic video games, the central server computer 220 is 
operably coupled to at least one video game display element 1 18 as shown at the left-hand side 
of FIG. 2 and sequesters a portion of the video game display element 1 18 for displaying video 
attract sequences to attract potential players. Video game display element 118 may be used for 
display of both the primary and bonus games. Where the gaming network 210 includes reel type 
gaming machines Gi, G2 . . . Gn, as shown at the right-hand side of FIG. 2, the central server 
computer 220 may be operably coupled to at least one active display element 120 so that 
potential players receive a clear indication of attract sequences and the active display element 
may be used as a video display for the bonus game. As shown at the left- hand side of FIG. 2, 
the gaming machines Gi, G2 . . . Gn may also be provided with a second video display element 
122 as an ahemative to sequestering a portion of the video game display element 1 18 for 
displaying video attract sequences and the bonus game. In addition, the central server computer 
220 may include sound-generating hardware and software for producing attractive sounds 
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orchestrated with the video attract sequences at each of gaming machines Gi, G2 . . . Gn if such is 
not already incorporated therein. The games support input and output between the player and 
the game for such devices as heads up display, joystick, keyboard, mouse and data glove via 
interface modules connected through the expansion bus or buses 182 and SCSI port 188. 

[0035] The attractive multimedia video displays and dynamic sounds may be provided by 
the central server computer 220 by using multimedia extensions to allow gaming machines Gi, 
G2 . . . Gn to display full-motion video animation with sound to attract players to the machines. 
During idle periods, the gaming machines Gi, G2 . . . Gn preferably display a sequence of 
attraction messages in sight and sound. The videos may also be used to market specific areas of 
the casino and may be customized to any informational needs. 

[0036] Furthermore, the gaming network 210 includes bonus event computer 240 
operably coupled to the central server computer 220 for scheduling bonus parameters such as the 
type of bonus game, pay tables and players. Of course, the functions of central server computer 
220 and bonus event computer 240 may be combined in a single computer. Preferably, the 
gaming network 210 further includes a real-time or on-line accounting and gaming information 
system 260 operably coupled to the central server computer 220. The accounting and gaming 
information system 260 includes a player database for storing player profiles, a player tracking 
module for tracking players and a pit, cage and credit system for providing automated casino 
transactions. 

[0037] FIG. 3 is a block diagram illustrating a bonus gaming system 310 that includes the 
gaming network 210 shown in FIG. 2. As previously implied, a bank of gaming machines Gi, 
G2 . . . Gn may be networked together in a progressive configuration, as known in the art, 
wherein a portion of each wager to initiate a primary game may be allocated to bonus event 
awards. In addition, and referring to FIG. 3, a host site computer 320 is coupled to a plurality of 
the central server computers 220 at a variety of mutually remote casino sites or other gaming 
sites Ci, C2 . . . Cn for providing a multi-site linked progressive automated bonus gaming system 
310. 

[0038] Preferably, the host site computer 320 will be maintained for the overall operation 
and control of the gaming system 310. The host site computer 320 is operably coupled to a host 
site computer network 322 and a communication link 324 provided with a high-speed, secure 
modem link for each individual casino site Ci, C2 . . . Cn. 
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[0039] Each casino site Ci, C2 . . . Cn includes the central server computer 220 provided 
with a network controller 230 which includes a high-speed modem operably coupled thereto. 
Bidirectional communication between the host site computer 320 and each casino site central 
server 220 is accomplished by the set of modems transferring data over communication link 324. 

[0040] A network controller 230, a bank controller 232 and a communication link 234 
are interposed between each central server computer 220 and the plurality of attached gaming 
machines at each casino site Ci, C2 . . . Cn. hi addition, the network controller 230, the bank 
controller 232 and the communication link 234 may optionally be interposed between each 
central server 220 and at least one separate bonus game display 236 at each casino site Ci, C2 . . . 
Cn. However, the gaming system 310 may include hardware and software to loop back data for 
in-machine meter displays to communicate with bonus event award insert areas on gaming 
□ machines Gi, G2 . . . Gn. 

ui 

v [| [0041] Bonus game display 236 may be particularly suitable for use when the bonus 

game is configured for play between two player opponents and may be configured as a relatively 
CO large, liquid crystal display ("LCD") screen or a plurality of such screens. The screen(s) is/are 

n 

relatively large in comparison to the high resolution monitor 162 or other game display device 
178 of gaming machine 100. The bonus game display(s) 236 may be positioned in an area above 

lu 

h= the gaming machines Gi, G2 . . . Gn so that the screen(s) is/are visible to all players at a bank of 
p gaming machines Gi, G2 . . . Gn. Bonus game display 236 may comprise other types of display 
screens known in the art including cathode ray tube (CRT) screens, plasma display screens, 
and/or screens based on light-emitting diode (LED) technology. Bonus game display 236 may 
be a display screen configured for multiple uses and/or concurrent display of other casino- 
sponsored information. For example, bonus game display 236 may be used in association with a 
Sports Book venue of the casino during periods in which bonus game display 236 is temporarily 
not used for the purposes of the present invention. 

[0042] Gaming machines Gi, G2 . . . Gn may be connected to bonus game display 236 
through communication link 234. Communication link 234 may be any of a variety of 
communication links known in the art, including, but not limited to: twisted-pair wire, coaxial 
cable, fiber optic, Ethernet, token ring, bus line. Fibre Chaimel, ATM, standard serial 
connections, LAN, WAN, Intranet, Intemet, radio waves, or other wireless connections. 
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[0043] It will be appreciated by those of ordinary skill in the art that another embodiment 
may employ some or all gaming machines Gi, G2 . . . Gn in the form of personal computers 
located at sites remote from the host site computer 320. The personal computers may be located 
in homes, businesses or other locations remote from the host site computer 320, such as a casino 
site Ci, C2 . . . Cn. In this embodiment, the personal computers are configured such that the 
personal computer may connect to host site computer 320 through a network, such as the 
Internet. The personal computers are enabled to participate in gaming activities by downloading 
software, wherein the software provides access to the gaming activities and configures the 
personal computer for play of the gaming activity. The games are preferably conducted and 
controlled from the host site computer 320, 

[0044] In the bonus game of the present invention, the player of the primary game at one 
of gaming machines Gi, G2 . . . On qualifies for the bonus game by achieving a specific outcome 
or by meeting other selected criteria associated with play of the primary game. 

[0045] In order to quaUfy for the bonus game, a special symbol or element may be 
provided on one or more reels of the gaming machine offering a primary game. These symbols 
are referred to as "event symbols." The player must achieve a predetermined number of event 
symbols, the specific outcome, to participate in the bonus game. In one preferred embodiment, 
the event symbol is a "Pong" symbol and the player must achieve two "Pong" symbols on a pay 
line to qualify for the bonus game. However, it will be readily apparent to one of ordinary skill 
in the art that the bonus game may be activated by other event symbols and that the number of 
event symbols necessary to activate the bonus game may vary, depending on how frequently the 
gaming establishment wants the bonus game activated. 

[0046] Other ways to qualify for the bonus game may also be contemplated. For 
instance, players may qualify by achieving multiple specific outcomes in the primary game, 
playing the primary game a preselected number of times, playing the primary game multiple 
times for a preselected duration of time, or wagering a preselected sum over a plurality of plays 
of the primary game. It is possible that multiple players may simultaneously qualify for the 
bonus game. It is also possible for one player to win muUiple qualifications into the bonus game. 

[0047] Upon qualifying for the bonus game, the player is notified of his opportunity to 
participate by an interaction with his gaming machine 100, which is one of a bank or other 
plurality of gaming machines Gi, G2 . . . Gn. This interaction may occur through the appearance 
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of a message on a high resolution monitor 162, touch screen 166 or other game display device 
178 of gaming machine 100. Once activated, the bonus game may start immediately. However, 
in the event that the bonus game is played between player opponents, it may also start each time 
two players or a multiple of two players have qualified for the bonus game, at fixed or random 
time intervals (for example, the bonus game may be activated five minutes after conclusion of 
the last bonus game or every five minutes between players or between a player competing 
against a computer-generated "opponent" either by intent or because no other player has 
qualified for bonus game play), randomly throughout the day, when a predetermined number of 
primary games offered in a bank or other plurality of gaming machines Gi, G2 . . . Gn have been 
played, or in response to a game outcome. 

[0048] FIGS. 4 and 5 together illustrate an exemplary operating sequence 400, 500 of 
a primary or base game. In referring to FIGS. 1, 4 and 5, the player begins play on a gaming 
machine 100 comprising a reel-type primary or base game by first placing cash 406 into the 
machine via a coin acceptor, bill validator 155, or by credits read fi-om his player card, credit 
card or debit card by card reader 192. He next determines the amount of wager for the first 
round of primary or base game play and enters that amount 408. Finally he spins the reels 410. 

[0049] The gaming machine 100 will typically determine the outcome of each round 
of play of the primary or base game by means of a random number generator and then compare 
the result to a predetermined pay table and evaluate if a winning combination of symbols on a 
pay line or pay lines was achieved 502. 

[0050] If a winning combination is not achieved 504, then the display is updated and 
the player is prompted for his next action 420. The player may cash out 404 and the credits due 
to him are calculated and dispensed to him and the information on his player card is updated, at 
which point play is ended 424. The player may also put additional cash into the gaming machine 
406 or place a wager based on available credits 408, the amount of the wager causing a 
decrement of available credits in the wager amount. The foregoing alternatives may continue 
during play of a number of rounds of the primary or base game, wherein the player evaluates 
what action to take 402 based on the results of the prior round of play. 

[0051] If a primary or base game winning combination is achieved 506, the player's 
credits are updated in accordance with the associated pay table value. If a bonus game advantage 
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or credit winning combination is achieved, the player's credits are incremented in accordance 
with (LAW) a predetermined pay table and the display is updated to reflect the credits 508. 

[0052] Another winning combination may be used as a bonus event trigger 510. The 
bonus event trigger is typically independent of the bonus game or advantage credit wins and 
other nonbonus event-related wins associated with play of the primary or base game. If the 
winning combination is not the bonus event trigger, then the player is prompted to continue play 
as described above 420. If the winning combination is a bonus event trigger, then the player's 
bonus credits are updated and the bonus event is initiated 602 (FIG.6). 

[0053] FIGS. 6 and 7 together illustrate an exemplary operation of a bonus event 600 
initiated by a bonus event trigger 510. An objective of the player in the bonus event 600 is to 
score points against an opponent and to prevent the opponent from scoring points against the 
player. The highest score wins the match. The degree of difference between the player's score 
and the opponent's score may be used to determine the size of the bonus award in accordance 
with a predetermined pay table. The opponent may be either another player or a computer- 
generated opponent. The bonus game may be self-contained in a "top box" of a gaming machine 
for stand-alone play, or each gaming machine 100 may serve as a remote terminal for play of a 
bonus game administered on a bonus event computer 240 as part of a bank or other local network 
or, for example, a gaming system 310 encompassing multiple sites. The bonus awards may be 
configured as a function of the coin in for play of the primary game, and relative award amounts 
maintained in accordance with a pay table to afford a substantially constant overall retum to the 
house. 

[0054] The bonus event play starts by displaying a player's advantage credits and the 
bonus game display 800 (see FIG. 8) at 602. Then a first loop is entered. An updated game field 
is displayed and the player is prompted to make an advantage selection at 604. The response 
from the player is then evaluated 606. In using this advantage selection, depending on the 
architecture of the bonus game, the player may be enabled to make his paddle relatively longer 
608 (see FIG. 10), make his opponent's paddle relatively shorter 610 (see FIG. 1 1), or provide a 
smaller shrink time for his paddle 612 (see FIG. 12) than for his opponent's. One, some or all of 
these options may be offered to the player. In all of these cases, the display is updated, and the 
player's advantage credits are updated to reflect his advantage purchases. The process then 
repeats, starting again with the display of an updated game field and prompting of the player to 
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make another advantage selection 604. It is contemplated that a player may be restricted to 
selecting a single advantage for each of a plurality of rounds or tiers of bonus play, and that a 
predetermined threshold outcome from each round or tier of bonus play may be required to 
advance to the next, higher, round or tier with associated larger bonus awards. 

[0055] When the player decides that he does not wish to purchase an additional 
advantage, actual bonus event play commences 614. A second loop 700 is entered and a ball is 
launched into the game field 702. The ball travels back and forth between the paddles of the 
player and his opponent until one of them scores. At that point, the score is evaluated 704. If the 
opponent scored, the opponent's score is incremented 706. Otherwise, if the player scored, his 
score is incremented 708. A test is then made to determine whether the last ball in the bonus 
event 710 has been launched. If this was not the last ball in the bonus event, then another ball is 
launched into the game field 702 and the preceding sequence repeats until all balls allocated to 
the bonus event have been launched 710. 

[0056] When all of the balls in the bonus event have been launched 710 and the 
attendant play sequences completed, the player's score is compared with his opponent's score. 
The difference between the two scores determines the number of credits to be awarded to the 
player from a pay table 712. The credits are then awarded to the player 714 and play retums to 
the primary or base game. If play in the bonus game is between two actual players rather than 
between a player and a computer- generated opponent, the identity of mutual opponents may be 
hidden to avoid any potential for collusion between players to increase one player's bonus award 
by prevailing over the other by a large margin. AUematively, a fixed difference in award for 
prevailing in a bonus match, regardless of the margin of victory, may be provided. 

[0057] Play of the bonus game of the present invention is contemplated as 
predominantly involving random chance, wherein advantages purchased may or may not 
positively affect the outcome of a round of bonus play in a player's favor, but have the potential 
to do so. For example, in the Pong game described hereafter, different paddle lengths or the rate 
of paddle shrinkage may affect the bonus game outcome after a ball is launched, but only if the 
ball bounces in the right place at the right time and rebounds from a player's paddle or misses his 
opponent's paddle. Since bounces of the ball are random and each ball launch may be effected 
along a random trajectory, it will be appreciated that an "advantage" may constitute either a real. 
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or a perceived but illusory, advantage in the course of a bonus game, random chance affecting 
even the use of an advantage. 

[0058] FIG. 8 illustrates an exemplary Pong game as utilized as a bonus game in 
accordance with an embodiment of the present invention. By way of background. Pong was one 
of the first video games available. It was originally played utilizing a television as a display. It 
may best be understood as a simplified game of ping-pong between two opposing players. Pong 
is typically played on a game field 830 between two opponents. The game field 830 is 
rectangular, with four sides: a top 832, a bottom 834, a left side 836, and a right side 838. The 
left side 836 and the right side 838 act like solid barriers, reflecting the ball 820, while the top 
832 and the bottom 834 act like goals. 

[0059] Each of the two opposing players has a paddle 802, 812. In this illustration, 
the player's paddle 812 is shown on the bottom 834 of the game field 830 and his opponent's 
paddle 802 is shown on the top 832 of the game field 830. Both paddles 802, 812 are laterally 
movable back and forth, parallel to the top 832 and bottom 834 of the game field 830. The 
player's paddle 812 can move left 814 and right 816 from the left side 836 of the game field 830 
to the right side 838. Similarly, his opponent's paddle 802 can move left 804 or right 806 from 
the left side 836 of the game field 830 to the right side 838. The closest wall to (behind) a paddle 
802, 812, acts as a goal, and the purpose of the paddles 802, 812 is to prevent the ball 820 from 
striking the goal being defended to the rear of the respective paddle. Thus, the player moves his 
paddle 812 left 814 and right 816 to keep the ball 820 from striking the bottom 834, while his 
opponent moves its paddle 802 left 804 and right 806 to keep the ball 820 from striking the top 
832. 

[0060] In play, a ball 820 is launched 824 at 702 (FIG. 7) into the game field 830 at 
an angle which may be determined by a random number generator. From that point onward, the 
ball 820 bounces against the sides 836, 838 of the game field 830 and the paddles 802, 812 until 
the ball 820 gets hit by one of the paddles 802, 812 and hits the top 832 or the bottom 834. The 
owner of the paddle 802, 812 that missed the ball 820 then is considered to have lost that round 
of play, and another ball 820 is launched 824 at 702 into the game field 830. The ball 820 
typically follows Newton's laws of motion exactly 822, with the angle of incidence of the ball's 
trajectory matching the angle of reflection whenever the ball 820 strikes a side 836, 838 of the 
game field 830 or one of the paddles 802, 812. Since the two paddles 802, 812 do not cover their 
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respective top and bottom 832, 834 of the game field 830, it is necessary to move them left 804, 
814 and right 806, 816 in order to keep the ball 820 in play. It is contemplated that back-and- 
forth movement of paddles 802, 812 may be regular and at a constant rate, may be randomized, 
may be player-controlled as to when movement direction is changed or as to rate of movement, 
or otherwise in accordance with the architecture of the bonus game. 

[0061] Theoretically, it is possible to keep a ball 820 in play indefinitely. However, 
to speed play and in order to make the bonus game more challenging, the two paddles 802, 812 
may be caused to shrink during game play. As they shrink, it becomes ever harder to prevent the 
ball 820 from striking the top 832 or the bottom 834 of the game field 830, thus allowing one 
opponent or the other to score in a relatively shorter time period than with fixed-length paddles 
802, 812. 

[0062] Returning to FIGS. 6 and 7, the player and the opponent begin the bonus game 
with equal advantages relative to the length of their respective paddles and the rate at which each 
paddle shrinks over the period of the game (FIG. 9). The player may use his advantage credits in 
three different ways. He may use them to lengthen his own paddle 812 thereby making it harder 
for the opponent to get a shot past him (FIG. 10). He may shorten his opponent's paddle 802 so 
that it will be easier for him to score a shot against his opponent (FIG. 1 1), Finally, he may slow 
the rate of shrinkage of his paddle, the faster shrinking of his opponent's paddle making it easier 
for him to score points later in the game (FIG. 12). 

[0063] At the beginning of the bonus event, the player is displayed his options 
regarding available advantage credits and the game field at 602. The game field 830 is displayed 
to the player. The numbers respectively within the player's paddle 812 and the opponent's 
paddle 802 are representative of units of length of each paddle. In these examples, the length of 
each paddle is shown initially as "5" units. The player is then prompted to make an advantage 
selection 604. The player's selections are evaluated 606. 

[0064] FIGS. 9, 10, 1 1 , and 12 further illustrate this aspect of the bonus game play. 
FIG. 9 illustrates exemplary bonus event play with both opponents having equal sized paddles 
904, 906 on the game field display 902. This is the situation when the player has not made an 
advantage selection. Each of the paddles 904, 906 shown has an initial value of 5 units 
indicating their initial equal size or length. Without an advantage selection, both paddles 904, 
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906 will shrink during game play at the same rate, until one opponent or the other loses the round 
when a ball 820 passes a paddle 802, 812 and scores a goal. 

[0065] The player may decide to lengthen his paddle in relationship to the 
opponent's paddle at 608 as shown in FIG. 10. If he decides to use an advantage credit to effect 
• this change, the game field display 912 is updated to reflect the increase of the player's paddle 
916 length, in relationship to the opponent's paddle 914 length. In this example, the player's 
paddle 916 length is increased to 7 units and the opponent's paddle 914 length remains at 5 units. 

[0066] The player may decide to shorten the opponent's paddle in relationship to his 
paddle at 610 as shown in FIG. 11. If he decides to use an advantage credit to effect this change, 
the game field display 922 is updated to reflect the decrease of the opponent's paddle 924 length 
in relationship to the player's paddle 926 length. In this example, the opponent's paddle 924 
length is decreased to 3 units and the player's paddle 926 length remains at 5 units. 

[0067] Over the period of the match play during the bonus game, the player's paddle 
and the opponent's paddle each shrink in size at the same rate. A third option for the player is to 
decide to slow the shrinkage rate of his paddle in relation to the shrinkage rate of the opponent's 
paddle at 612 as shown in FIG. 12. If he decides to use an advantage credit to effect this change, 
the game field display 932 is updated to reflect the slower rate of shrinkage of the player's 
paddle 936 length in relationship to the opponent's paddle 934 length. In this example, the 
opponent's paddle 934 length is decreased to 4 units and the player's paddle 936 length remains 
at 5 units over the same time period. 

[0068] In the foregoing drawing figures, an exemplary Pong game is shown with the 
player utilizing a paddle 812 that moves right 816 and left 814 across the bottom 834 of the game 
field 830 and his opponent utilizing a paddle 802 that moves right 806 and left 804 across the top 
832 of the game field 830. This arrangement is, of course, only illustrative. Any rotation, 
change in relative dimensions of length and width or transformation of the game field 830 is also 
within the scope of this invention. For example, the player's paddle and that of his opponent 
may be reversed in position. 

[0069] The present invention is disclosed with respect to an exemplary bonus game 
of Pong wherein a player may play a Pong match against another player opponent or a computer- 
generated opponent. It will be appreciated that the bonus game may be implemented as a stand- 
alone bonus game on an individual gaming machine, or played over a network of gaming 
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machines, with the bonus game administered by a bonus event computer. The network may be 
used to enable play between two players at networked gaming machines. The award format for 
the bonus game may comprise fixed or predetermined awards, comprise a progressive, or 
comprise a combination of the foregoing, as known in the art. 

[0070] Of course, the use of an advantage element in other types of games is also 
within the scope of this invention. For example, a bonus game may be implemented in the form 
of a basketball game wherein the player may elect to lower the hoop, have longer legs, shrink the 
ball when he is shooting, enlarge the hoop when he is shooting, etc. Similarly, with a hockey 
game, the size of an opponent's goal may be caused to grow during a match or the size of a 
player's goal to shrink, or the opposing goaltender's stick to shrink during a match or a player's 
stick to enlarge. Thus, the player may utilize an advantage selection to initially reduce the size 
of his own goal, initially increase the size of his opponent's goal, initially increase the size of his 
goal tender's stick, initially decrease the size of his opponent's goal tender's stick, or reduce the 
rate at which his goal grows or his goaltender's stick shrinks. 

[0071] In other implementations of the present invention, competitions may be 
configured as races. For example, in a Grand Prix- or NASCAR®- type auto race, a player may 
buy advantages in the form of additional power, tires for special conditions such as rain, a bigger 
fuel tank to lessen frequency of pit stops, a better pole position or similar disadvantages for an 
opponent, particularly a computer-generated opponent. Li such a racing embodiment, it is 
contemplated that more than two players may participate, as in real auto racing. In another race 
embodiment, the player may enter a ski race and purchase longer skis, better wax, fewer gates to 
traverse, etc. In still another horse race embodiment (also suitable for participation by more than 
two players), a player may purchase a Ughter jockey, better pole position, a mount with a more 
powerful finish, etc. 

[0072] In yet other implementations of a bonus game according to the present 
invention, the bonus game may be configured in a format other than competition against another 
player (real or computer). For example, the bonus game may be configured as a rodeo event in 
the form of bronco riding, wherein a player may purchase a better glove for his saddle hand, 
longer legs to grip the bronco, extra seconds toward the elapsed riding time required for a win, 
etc. The bonus game may be configured so that the player is a rock climber scaling a cliff. 
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wherein the climber may purchase better climbing shoes, extra pitons to drive into the rock face, 
ledges on which to rest, voids and vugs in the rock face to enable better finger and toe holds, etc. 

[0073] While the exemplary embodiments disclose using at least one gaming 
machine G located at one casino or other gaming site, it is possible for remote players of the 
primary game to qualify for the bonus game of the present invention using the gaming system 
310 previously described. For instance, these remote players may play the primary game on 
networked gaming machines at mutually remote sites within a casino, at a plurality of mutually 
remote casino sites, or at virtual gaming sites such as personal computers or other devices 
serving as terminals. As is known in the art, software to play the primary game may be 
downloaded onto a personal computer. 

[0074] Upon qualifying for the bonus game, which may occur in a manner similar to 
qualification on a gaming machine G located at the casino site, the player may be provided with 
an opportunity to wager on the bonus game. It is contemplated that the software downloaded to 
the personal computer may include the bonus game of the present invention or sufficient 
communication capability to interact in substantially real time with a host server. The existence 
and further development of broadband communication links including DSL, cable, and even 
broadband wireless may enable remote play from a variety of locations using diverse hardware 
such as hand-held wireless terminals at a casino, personal digital assistants (PDAs), etc. Further, 
the bonus game may be posted on an Internet site associated with the casino or other sponsor of 
the bonus game. The bonus game is accessible to the player if the specific outcomes are 
achieved in the primary game. The player may participate in the bonus game through his 
personal computer terminal via the Intemet, such as through streaming audio or video. 

[0075] As shown in FIG. 3, and previously described, system 3 1 0 includes a host site 
computer 320 operably coupled to multiple central server computers 220, which may be located 
at a variety of mutually remote casino or other gaming sites Ci, C2 . . . Cn. Alternatively, central 
server computers 220 may be used to interface with a plurality of personal computers, PDAs, or 
other terminals. Preferably, the host site computer 320 will be maintained for the overall 
operation and control of the competitive bonus gaming system 310. Each physical or virtual 
gaming site, represented as Ci, C2 . . . Cn in FIG. 3, includes the network controller 230, the bank 
controller 232, and the communication link 234 interposed between each central server computer 
220 and the muUiple gaming machines schematically illustrated as Gi, G2 . . . Gn. As alluded to 
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above, gaming machines Gi, G2 . . . On may comprise conventional gaming machines 100, 
personal computers, wired or wireless terminals, PDAs, or a combination thereof. Thus, the term 
"gaming machine" is used herein in its broadest sense and encompasses any device used as a 
terminal by at least one player to participate in the bonus game. 

[0076] A video game has been disclosed that allows a player to improve the odds of 
his success in a bonus game by winning an advantage outcome in a primary or base game. A 
player may win advantage credits in association with play of the primary or base game. He may 
then utilize the advantage credits to provide himself with an advantage when playing the bonus 
game. This provides the player with an enhanced game playing experience by using strategy. 

[0077] Moreover, having thus described the invention, it will be apparent that 
numerous modifications and adaptations may be resorted to without departing from the scope 
and fair meaning of the instant invention as set forth above and as described by the claims. 

[0078] Those of ordinary skill in the art will recognize that modifications and 
variations may be made without departing from the spirit of the invention. Therefore, it is 
intended that this invention encompass all such variations and modifications as fall within the 
scope of the appended claims. 
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